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(57) Abstract: A game progress 
management device includes: a 
participation reception unit (361a) for 
receiving participation in a game from 
a client terminal device; a combination 
generation unit (361b) for arranging 
the participating terminal device in 
combinations constituting the game 
tournament; a game start unit (361c) 
for instructing a game start of each 
round by assigning a game space for one 
combination; a game end unit (3 6 Id) 
for instructing a game end of each round 
according to the limit time until semi-final 
and deciding a participating terminal 
device as a winner according to the 
priority in the game progress state. 
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